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GAMING FOR LIFE: GAMING PRACTICES, SELF-CARE, AND THRIVING 
UNDER NEOLIBERALISM SEPTEMBER	2019	BRIAN	H.	MYERS,	B.A.,	THE	FLORIDA	STATE	UNIVERSITY	M.A.,	THE	FLORIDA	STATE	UNIVERSITY	Ph.D.,	UNIVERSITY	OF	MASSACHUSETTS-AMHERST	Directed	by:	Professor	Emily	West	This	dissertation	frames	gaming	practices	in	relationship	to	thriving,	an	area	of	inquiry	that	has	received	little	attention	within	the	fields	of	video	game	studies	and	cultural	studies.		It	argues	that	video	games	can	be	used	by	audiences	as	a	tool	for	thriving,	provided	we	define	thriving	outside	of	the	framework	of	success	and	failure	established	by	a	neoliberal	political	rationality.		Using	survey	data	from	70	video	game	audience	members,	textual	analysis,	and	ethnographic	and	auto-ethnographic	methodologies,	this	dissertation	first	describes	how	video	game	audience	members	define	thriving	by	distinguishing	it	from	a	related	term,	self-care.		It	then	moves	to	a	discussion	of	how	the	participants	view	the	relationship	between	thriving,	self-care,	and	gaming,	arguing	that	their	perspectives	are	informed	by	a	neoliberal	political	rationality	that	cultivates	a	disposition	structured	by	self-surveillance,	self-government,	and	productivity.		From	there,	it	moves	to	a	discussion	of	a	representative	example	of	a	video	game	used	for	the	purposes	of	self-care	and	thriving,	Final	Fantasy	XIV,	to	examine	the	affordances	and	limitations	to	thriving	a	video	game	can	provide.	
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APPENDIX	A		SURVEY	QUESTIONS			 1. How	would	you	describe	your	gender?		Sexuality?		Race?		Are	there	any	other	terms	or	characteristics	you	would	use	to	describe	yourself?		Please	feel	free	to	describe	yourself	in	any	way	you	wish.		 2. Tell	me	a	bit	about	where	you	grew	up.	Your	family?	What	were	your	parents’	occupation?		Education?				 3. Are	you	in	school?	What’s	the	highest	level	of	formal	education	you’ve	completed?		If	you	went	to	college,	what	was	your	major?				 4. What	is	your	occupation,	if	working?	Work	history?				 5. How	long	have	you	been	playing	video	games?				 6. What	is	the	first	game	you	remember	playing?	Did	you	like	it?				 7. If	you	began	playing	video	games	while	you	were	a	child,	did	your	care-giver	ever	limit	how	much		time	you	were	allowed	to	play	video	games?		Why	or	why	not?				 8. Have	you	played	video	games	consistently	since	then?	
		 267	
		 9. If	you	have	not	played	video	games	consistently,	what	are	some	other	things	that	were	going	on	in	your	life	that	interrupted	your	video	game	playing?				 10. Why	do	you	currently	play	video	games?				 11. What	platforms	do	you	play	on?		Why	did	you	choose	those	platforms?				 12. What	types	of	video	games	do	you	play?	What	are	your	three	favorite	titles?				 13. What	do	you	look	for	in	games?	What	are	your	criteria	for	good	games?				 14. How	do	you	find	games	you	might	like	to	play?		Are	there	any	specific	news	outlets,	publications,	or	web	sites	that	you	use?		If	so,	what	are	they?				 15. Could	you	describe	a	typical	gaming	session	for	me?				 16. Do	you	prefer	to	play	video	games	alone	or	with	other	people?		Are	there	particular		types	of	games	that	you	prefer	to	play	alone?	With	other	people?		 17. 	Do	you	like	to	watch	other	people	play	video	games?		Why	or	why	not?		Are	there	any	games	or	types	of	games	that	you	prefer	to	watch	other	people	play	rather	than	play	yourself?		If	so,	why?			
		 268	













video	games	include	Legacy	of	Kain:	Soul	Reaver,	the	Knights	of	the	Old	Republic	series,	and	Dishonored.		 BONNIE	described	herself	as	female,	straight,	white,	and	American.		She	grew	up	in	a	United	States	suburb.		Both	of	her	parents	have	two-year	business	degrees.		Her	mother	owned	a	cleaning	company	and	her	father	worked	at	a	medical	supply	company.		Bonnie,	as	of	my	survey,	was	a	full-time	student	majoring	in	Pre-Med	and	Spanish.		She	was	also	an	employee	at	a	mental	health	home.		She	has	been	playing	video	games	for	approximately	two	years.		Her	favorite	game	series	is	Call	of	Duty.		 BRITTANY	described	herself	as	female,	straight,	white,	and	American.		She	grew	up	in	a	Midwestern	suburb.		Her	mother	earned	a	Master’s	degree.		She	declined	to	say	how	much	education	her	father	received,	only	stating	that	he	was	working	at	a	McDonald’s	and	going	to	school	when	he	met	her	mother.		They	ran	a	restaurant	and	a	dance	studio.		Brittany,	as	of	my	survey,	was	a	full-time	college	student,	majoring	in	Communications,	Media,	and	Rhetoric.		She	was	also	employed	as	a	restaurant	manager.		She	has	not	played	video	games	since	she	was	in	the	fourth	grade	and	does	not	have	any	taste	preferences.		 CAITLIN	described	herself	as	female.		She	grew	up	in	a	small	Midwestern	town.		She	declined	to	discuss	her	parents’	educational	background,	but	noted	that	her	mother	was	a	self-employed	massage	therapist	and	her	father	was	a	self-employed	drywall	finisher.		She	was	a	full-time	college	student,	but	as	of	my	survey	had	not	declared	a	major.		She	also	works	part-time	as	a	Building	and	Event	Manager	at	her	campus	student	center.		She	does	not	play	video	games	often,	
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typically	limiting	herself	to	mobile	games.		Her	favorite	video	games	include	the	Just	





































	 KATIA	described	herself	as	a	bisexual,	white	woman.		She	grew	up	in	a	farming	town	in	the	Northeastern	U.S.		Her	father	earned	a	GED	through	the	military	and	her	mother	attended	college	but	did	not	complete	a	degree.		Her	father	worked	in	a	plate	job	and	her	mother	worked	various	office	jobs.		Katia	completed	three	years	of	college,	majoring	in	Computer	Science,	before	leaving	to	work	full-time.		As	of	my	survey,	she	was	working	as	a	pension	benefits	analyst.		She	has	been	playing	video	games	since	the	70s.		Her	favorite	genres	are	MMOs	and	adventure	games.		Her	favorite	games	include	World	of	Warcraft	and	the	Legos	series.		 KIRK	described	himself	as	a	white,	heterosexual,	cisgendered	American	man.		He	declined	to	disclose	where	he	grew	up	or	his	parents’	educational	background,	but	did	state	that	his	father	worked	in	the	aerospace	industry	and	his	mother	was	a	stay-at-home	mom.		Kirk	has	earned	a	Bachelor’s	degree	in	computer	software	and,	as	of	my	survey,	was	working	as	a	software	developer.		He	estimated	that	he	has	been	playing	video	games	since	he	was	four	or	five	years	old.		His	favorite	video	game	genres	include	MMORPGs,	simulation	games,	action	games,	and	sports	games.		His	favorite	video	games	include	Guild	Wars	2,	NHL	17,	and	WWE	2K17.				 KIZZY	described	herself	as	a	white,	Ukrainian	female.		She	moved	to	the	United	States	when	she	was	3	(she	declined	to	specify	which	part	of	the	country).		Her	parents	went	to	college	and	majored	in	computer	science	and	dental	assistance.		She	declined	to	discuss	whether	or	not	her	parents	completed	any	degrees	or	what	their	occupations	were.		As	of	my	survey,	Kizzy	was	a	full-time	college	student	majoring	in	Biology.		She	also	worked	at	a	library.		The	first	video	game	she	remembers	playing	was	Jax	and	Daxter,	released	on	the	Playstation	2	in	December,	
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	 TONY	described	himself	as	male,	heterosexual,	and	an	“American	mut”	[sic].		He	grew	up	in	the	Northeastern	United	States.		Both	of	his	parents	have	post-graduate	degrees.		His	mother	was	a	lawyer	and	his	father	was	an	IT	manager.		Tony	has	earned	a	Master’s	degree	(he	did	not	specify	his	field)	but,	as	of	my	survey,	was	unemployed.		He	estimated	he	has	been	playing	video	games	since	the	days	of	the	Nintendo	64	console,	which	debuted	in	the	United	States	in	September,	1996.		His	favorite	video	game	genres	include	RPGs,	shooters,	and	strategy	games.		His	favorite	video	games	include	Overwatch	and	Assassin’s	Creed	II.		 VALERIE	described	herself	as	female,	biromantic	demi,	Puerto	Rican	and	Irish,	and	American.		She	grew	up	in	Iowa	(which	she	was	NOT	happy	about).		Both	of	her	parents	graduated	from	college,	although	she	did	not	specify	their	fields.		Her	father	worked	as	a	worker’s	rights/comp	lawyer	while	her	mother	was	a	library	paraprofessional.		Valerie	has	earned	a	Bachelor’s	degree	in	Theater	and	English	and	is,	as	of	my	survey,	was	employed	as	a	freelance	stage	manager	and	a	library	paraprofessional.		She	has	been	playing	video	games	for	32	years.		Her	favorite	video	games	include	Overwatch,	Star	Wars:	The	Old	Republic,	and	Dragon	Age	2.		 VELVA	described	herself	as	a	white,	bisexual	female	of	Syrian	and	Scottish	descent.		She	grew	up	in	an	affluent	suburb	in	New	England.		Her	mother	has	earned	a	Ph.D.	in	Special	Education	and	is	now	retired	(she	declined	to	state	her	occupation).		Her	father	worked	in	finance	but	is	now	retired	as	well	(she	declined	to	state	his	educational	background).		Velva,	as	of	my	survey,	had	earned	a	Bachelor’s	degree	in	Special	Education	and	was	working	at	a	preschool/daycare	center.		She	has	been	playing	video	games	for	2	years.		Her	favorite	video	game	
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